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(57) ABSTRACT 
A shop interface is presented to users in conjunction with 
presentation of views of an online game, wherein the shop 
interface is configured to facilitate presentations to users of 
offers to sell virtual items usable within the game in 
exchange for consideration. In response to detecting that the 
online game is systematically unavailable to users, an alter 
native virtual shop interface is presented to users that is 
accessed over the Internet separately from the online game, 
and offers to sell the virtual times usable within the game are 
presented to users in exchange for less consideration than 
the offers to sell the virtual items through the shop interface 
presented in conjunction with the online game. 

18 Claims, 5 Drawing Sheets 
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SYSTEMAND METHOD FOR PROVIDING 
VIRTUAL TEMIS TO USERS OF A VIRTUAL 

WORLD 

FIELD OF THE DISCLOSURE 

This disclosure relates to providing virtual items to users 
of a virtual world, and in particular, providing virtual items 
to users of an online game when the online game is sys 
tematically unavailable. 

BACKGROUND 

Applications, including online games, may be systemati 
cally unavailable. Such systematic unavailability may 
include circumstances when the application is taken offline 
for routine maintenance (e.g., when the server is taken 
offline) or when the application is unexpectedly unavailable 
(e.g., when the application server crashes). 
When applications are offline those applications cannot 

generate revenue from users. Additionally, some users may 
never return to the application, such as an online game, and 
the opportunity to generate from those users may be forever 
lost. 

SUMMARY 

One aspect of the disclosure relates to providing an 
alternative virtual shop interface to users of an online game 
that would be triggered by an indication that the online game 
is systematically unavailable. In the alternative virtual shop 
interface, users may purchase virtual items (e.g., virtual 
goods, virtual resources, virtual currency, and/or other vir 
tual items) usable within the online game. The alternative 
virtual shop interface may be accessed separately from the 
online game. For example, the alternative virtual shop 
interface may be accessed through a separate server from the 
online game. The alternative virtual shop interface may be 
provided when the online game server is systematically 
unavailable. For example, the online game server(s) may be 
unavailable due to being taken offline for maintenance, when 
the online game server is offline unexpectedly, such as when 
the online game server has crashed, and/or at other times. 

In some implementations, the alternative virtual shop 
interface may comprise a separate payment system com 
pared to the virtual shop interface accessible through the 
online game. In some implementations, users may utilize 
resource or currency balances held in their game accounts 
even while the online game server is unavailable. The 
alternative virtual shop interface may offer discounted prices 
for virtual items compared to the virtual shop interface 
accessible through the online game. Offering discounted 
rates may provide the user with a positive experience while 
the online game is systematically unavailable. 

Administrator-selected parameters may be used to con 
figure the alternative virtual shop interface. For example, 
certain administrator-parameters may include an indication 
of the type of virtual item available for purchase through the 
alternative virtual shop, the associated user cost for the 
virtual items, when the alternative virtual shop is available 
to users, and/or other parameters associated with the alter 
native virtual shop. 
The alternative virtual shop interface may include a 

notification of the discounted rates for the virtual items 
offered through the alternative virtual shop compared to the 
virtual shop accessible through the online game, providing 
an incentive to users to purchase virtual items. 
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2 
Upon an indication that the online game server(s) has 

become available, the virtual items purchased by the users 
through the alternative virtual shop may become available to 
the users in the online game. Such that the virtual items 
purchased through the alternative virtual shop interface by 
users are reconciled with inventories of virtual items avail 
able to users in the online game. For example, the server(s) 
providing access to the online game may be configured to 
reconcile user accounts with those associated with the 
server(s) providing the alternative virtual shop interface 
upon an indication that the online game has become avail 
able. 

In some implementations, the virtual shop interface may 
be available to users matching a set of defined parameters. 
For example, Server(s) providing the alternative virtual shop 
may be configured to provide the alternative virtual shop to 
users having met and/or exceeded a threshold progress value 
when the online game is systematically unavailable. 
Server(s) providing the alternative virtual shop may be 
configured to provide the alternative virtual shop to users 
having an indication that they have purchased in excess of 
a threshold amount of virtual currency and/or spent in excess 
of a threshold amount of real world currency in the online 
game may gain access to the alternative virtual shop inter 
face when the online game is systematically unavailable, 
and configured to not provide the alternative virtual shop to 
those users who do not. 

In some implementations, a system for providing virtual 
items to users of a virtual world may be provided that 
includes two or more servers. The server(s) may be config 
ured to communicate with one or more client computing 
platforms according to a client/server architecture. The users 
of the system may access the system and/or a virtual space 
(e.g., a virtual World, a game space, an online game, etc.) Via 
the client computing platforms. 
The system for providing virtual items to users of a virtual 

world may comprise one or more physical processors con 
figured by computer-readable instructions to perform vari 
ous functions. The one or more physical processors may be 
configured to execute an instance of an online game, and to 
facilitate user participation in the online game by effectuat 
ing transmission of information related to the instance of the 
online game to client computing platforms on which views 
of the online game are presented to users. The one or more 
physical processors may be configured to effectuate presen 
tation of a shop interface to users in conjunction with the 
presentation of views of the online game, wherein the shop 
interface is configured to facilitate presentations to users of 
offers to sell virtual items usable within the game in 
exchange for consideration. Such consideration may include 
an amount of real world currency and/or an amount of 
virtual currency exchanged by the user for virtual items. 
The system may be configured to detect if the online game 

is systematically unavailable to users. The online game may 
be systematically unavailable to users when the game has 
been purposefully made unavailable to users by an admin 
istrator. For example, the online game and/or the one or 
more server(s) providing the online game may have been 
disabled by administrator(s) for maintenance. The online 
game may be systematically unavailable to users when the 
online game has been made unavailable to users due to a 
malfunction of the system. For example, the online game 
may be unavailable due to the malfunctioning of the server 
providing the online game, or the one or more connections 
between the client computing device and the server provid 
ing the online game being interrupted and/or other reasons 
for a malfunction of the system. 
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In response to detecting that the online game is presently 
systematically unavailable, the system may be configured to 
effectuate presentation of an alternative virtual shop inter 
face to users. The alternative virtual shop interface may be 
accessed over the Internet separately from the online game. 
The alternative virtual shop interface may be configured to 
present to users offers to sell the virtual times usable within 
the game. As such, the system may be configured to present 
an alternative virtual shop interface to a first user in response 
to detection that the online game is presently systematically 
unavailable to the first user, wherein the alternative virtual 
shop interface may be accessed over the Internet by the first 
user separately from the online game. 

The offers to sell virtual items may be provided in 
exchange for less consideration through the alternative Vir 
tual shop interface than the offers to sell the virtual items 
through the shop interface presented in conjunction with the 
online game, thereby incentivizing users to accept offers 
presented in the alternative virtual shop interface. In this 
manner, the online game being systematically unavailable to 
users of the online game may be a more positive experience 
for the users and avoid loss of users who would otherwise 
not return to the online game. 
The offers presented through the shop interface associated 

with the online game may include a first offer to sell a first 
set of one or more virtual items for a first consideration 
amount, and the offers presented through the alternative 
virtual shop interface may include a second offer to sell the 
first set of one or more virtual items for a second consider 
ation amount that is less than the first consideration amount. 
As such the first offer to sell virtual items to the first user 
through the alternative virtual shop interface may have a 
second consideration amount that is less than the first 
consideration amount of the offer to sell virtual items 
provided to the first user through the shop interface associ 
ated with the online game. In this manner, the user may be 
incentivized to accept the second offer when the online game 
is systematically unavailable, thereby generating revenue for 
the online game provider when the online game is system 
atically unavailable. 
The virtual items purchased through the alternative virtual 

shop interface may become available to a purchaser once the 
online game becomes available. For example, where the 
online game is provided by an online game server and the 
alternative virtual shop interface is provided by an alterna 
tive virtual shop server, the user account associated with the 
online game and managed by the online game server is 
reconciled with the virtual items purchased by the user 
through the alternative virtual shop interface, such that the 
virtual items purchased by the user through the alternative 
virtual shop interface become available to the user in the 
online game. 
The one or more physical processors may be configured 

by computer-readable instructions to redirect the view pre 
sented on the client computing device and/or provide a link 
on the client computing device to the alternative virtual shop 
interface in response to detecting that the game is system 
atically unavailable. The view presented to the first user 
through the client computing device associated with the first 
user may be automatically redirected to the alternative 
virtual shop interface upon a determination that the online 
game is systematically unavailable to the first user. The view 
presented to the first user through the client computing 
device associated with the first user may be of a link to the 
alternative virtual shop interface wherein the user may select 
and/or enter an indication of a desire to be directed to the 
alternative virtual shop interface. 
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The one or more physical processors may be configured 

by computer-readable instructions to facilitate entry and/or 
selection of one or more parameters associated with the one 
or more sets of virtual items, by an administrator. The one 
or parameters may include the consideration amount asso 
ciated with the virtual items. The system may be configured 
to facilitate entry by the administrator of a consideration 
amount for the one or more offers for the sale of virtual items 
through the alternative virtual shop interface. The consider 
ation amount for the offer to sell virtual items through the 
alternative virtual shop interface may be a defined amount, 
or may be a set percentage of the consideration amount for 
the offer to sell the same or similar virtual items through the 
shop interface associated with the online game. 
The virtual items of the offers to sell virtual items may 

include virtual items usable by users in the online game. The 
virtual items of the offers to sell virtual items may include 
virtual currency usable by the users in the virtual space. 

These and other features, and characteristics of the present 
technology, as well as the methods of operation and func 
tions of the related elements of structure and the combina 
tion of parts and economies of manufacture, will become 
more apparent upon consideration of the following descrip 
tion and the appended claims with reference to the accom 
panying drawings, all of which form a part of this specifi 
cation, wherein like reference numerals designate 
corresponding parts in the various figures. It is to be 
expressly understood, however, that the drawings are for the 
purpose of illustration and description only and are not 
intended as a definition of the limits of the invention. As 
used in the specification and in the claims, the singular form 
of “a”, “an', and “the' include plural referents unless the 
context clearly dictates otherwise. 

BRIEF DESCRIPTION OF THE DRAWINGS 

FIG. 1 illustrates a system for providing virtual items to 
users of a virtual world, in accordance with one or more 
implementations. 

FIG. 2 illustrates a virtual shop interface associated with 
an online game, in accordance with one or more implemen 
tations. 

FIG. 3 illustrates an alternative virtual shop interface, in 
accordance with one or more implementations. 

FIG. 4 illustrates a method for providing virtual items to 
users of a virtual world, in accordance with one or more 
implementations. 

FIG. 5 illustrates a method for providing virtual items to 
users of a virtual world, in accordance with one or more 
implementations. 

DETAILED DESCRIPTION 

FIG. 1 illustrates a system 10 for providing virtual items 
to users of a virtual world. The system may comprise a first 
server 12 and a second server 14. The first server 12 may be 
configured to provide an online game in a virtual space to 
users of the system 10 through client computing platforms 
16 associated with the users. The second server 14 may be 
configured to provide other services and/or experiences to 
users of the system 10. For example, second server 14 may 
be an alternative virtual shop server providing users the 
ability to purchase virtual items outside of the online game 
provided by the first server 12. The second server 14 may be 
configured to provide information about the online game 
and/or one or more users of the online game, such as 
statistical information, a level of progress, and/or one or 
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more game metrics without the user having to log into the 
online game. The servers 12, 14 may be configured to 
communicate with each other and/or one or more client 
computing platforms 16 according to one or more client/ 
server architectures. 

Providing the virtual space may include hosting the 
virtual space over a network 18. In some implementations, 
system 10 may include one or more virtual space servers 12, 
one or more system servers 14, and/or other components. 
The virtual space, or online game, server 12 may be con 
figured to communicate with one or more client computing 
platforms 16 according to a client/server architecture to 
provide the virtual space to users via the client computing 
platforms 16. The second server 14 may be configured to 
communicate with the client computing platforms 16 upon 
an indication that the online game is systematically unavail 
able to the users. 

With reference to FIG. 2, the servers 12, 14 may be 
configured to execute one or more computer program com 
ponents. The computer program components may include 
one or more of a virtual space component 24, a user 
component 26, a shop component 28, a server status com 
ponent 30, a merge component 32, an alternative user 
component 38, an alternative shop component 40, an admin 
istrator component 42 and/or other components. 
The user component 26 may be configured to access 

and/or manage one or more user profiles and/or user infor 
mation associated with users of the system 10. For example, 
user component 26 may be configured to manage a first user 
account associated with a first user, and a second user 
account associated with a second user. The one or more user 
profiles and/or user information may include information 
stored by server 12, server 14, one or more of the client 
computing platforms 16, one or more third party resources 
20, and/or other storage locations. The user profiles may 
include for example, information identifying users (e.g., a 
username or handle, a number, an identifier, and/or other 
identifying information) within the virtual space and/or 
online game, security login information (e.g., a login code or 
password), virtual space and/or online game account infor 
mation, Subscription information, virtual currency account 
information (e.g., related to currency held in credit for a 
user), relationship information (e.g., information related to 
relationships between users in the virtual space), Virtual 
space and/or online game usage information, demographic 
information associated with users, interaction history among 
users in the virtual space and/or online game, information 
stated by users, purchase information of users, browsing 
history of users, a client computing platform identification 
associated with a user, a phone number associated with a 
user, and/or other information related to users. 

The space component 24 may be configured to implement 
the instance of the virtual space executed by the computer 
components to determine State of the virtual space. The state 
may then be communicated (e.g., via streaming visual data, 
via object/position data and/or other state information) from 
server 12 to client computing platforms 16 for presentation 
to users. The space component 24 may be configured 
execute an instance of an online game playable in the virtual 
space, and to facilitate user participation in the online game 
by effectuating transmission of information related to the 
instance of the online game to client computing platforms 16 
on which views of the online game are presented to users. 
Transmission of the state may be accomplished via network 
18. The state determined and transmitted to a given client 
computing platform 16 may correspond to a view for a user 
character in an online game being controlled by a user via 
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6 
the given client computing platform 16. The state deter 
mined and transmitted to a given client computing platform 
16 may correspond to a location in the virtual space and/or 
online game. The view described by the state for the given 
client computing platform may correspond, for example, to 
the location from which the view is taken, the location the 
view depicts, and/or other locations, a Zoom ratio, a dimen 
sionality of objects, a point-of-view, and/or view parameters 
of the view. One or more of the view parameters may be 
selectable by the user. 
The instance of the virtual space and/or online game may 

comprise a simulated space that is accessible by users via 
clients (e.g., client computing platforms 16) that present the 
views of the virtual space to a user. The simulated space may 
have a topography, express ongoing real-time interaction by 
one or more users, and/or include one or more objects 
positioned within the topography that are capable of loco 
motion within the topography. In some instances, the topog 
raphy may be a 2-dimensional topography. In other 
instances, the topography may be a 3-dimensional topogra 
phy. The topography may include dimensions of the space, 
and/or surface features of a surface or objects that are 
“native' to the space. In some instances, the topography may 
describe a Surface (e.g., a ground Surface) that runs through 
at least a Substantial portion of the space. In some instances, 
the topography may describe a Volume with one or more 
bodies positioned therein (e.g., a simulation of gravity 
deprived space with one or more celestial bodies positioned 
therein). The instance executed by the computer components 
may be synchronous, asynchronous and/or semi-synchro 
OS. 

The above description of the manner in which state of the 
virtual space and/or online game is determined by space 
component 24 is not intended to be limiting. Furthermore, 
the use of virtual space and online game is not intended to 
be limiting. Both terms may be used either separately or 
interchangeably and may refer to consistent or inconsistent 
items and/or concepts. The space component 24 may be 
configured to express the virtual space and/or online game in 
a more limited or more rich manner. For example, views 
determined for the virtual space representing the state of the 
instance of the virtual space may be selected from a limited 
set of graphics depicting an event in a given place within the 
virtual space. The views may include additional content 
(e.g., text, audio, pre-stored video content, and/or other 
content) that describes particulars of the current state of the 
place beyond the relatively generic graphics. For example, a 
view may include a generic battle graphic with a textual 
description of the opponents to be confronted. Other expres 
sions of individual places within the virtual space are 
contemplated. 

Within the instance(s) of the virtual space and/or game 
executed by space component 24, users may control char 
acters, objects, simulated physical phenomena (e.g., wind, 
rain, earthquakes, and/or other phenomena) and/or other 
elements within the virtual space to interact with the virtual 
space and/or each other. The user characters may include 
avatars. As used herein, the term “user character may refer 
to an object (or group of objects) present in the virtual space 
that represents an individual user. The user character may be 
controlled by the user with which it is associated. The user 
controlled element(s) may move through and interact with 
the virtual space (e.g., non-user characters in the virtual 
space, other objects in the virtual space). The user controlled 
elements controlled by and/or associated with a given user 
may be created and/or customized by the given user. The 
user may have an “inventory' of virtual goods and/or 
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to users. The alternative interface 70 and/or alternative 
virtual shop interface 74 may be accessed over a network 18, 
Such as the Internet, separately from the online game 52. In 
the alternative virtual shop interface 70, users may purchase 
virtual items (e.g., virtual goods, virtual resources, virtual 
currency, and/or other virtual items) usable within the online 
game. The alternative interface 70 may be configured to 
present a notification 72 to users. The notification 72 may 
present information to the users that the online game is 
currently systematically unavailable. The notification 72 
may present information to users of a discount and/or 
reduction in the amount of consideration required to be 
exchanged for the virtual items, thus providing a positive 
experience when the online game is systematically unavail 
able. The notification 72 may present information to users of 
additional types of virtual items available through the alter 
native virtual shop interface 74 that are unavailable through 
the shop interface 54. In some implementations, users may 
utilize resource or currency balances held in their game 
accounts even while the online game server is unavailable to 
accept one or more of the offers presented through the 
alternative shop interface 74. 
The alternative virtual shop interface 70 may be config 

ured to present to users offers to sell the virtual items usable 
within the game. As such, the system 10 and/or alternative 
shop component 40 may be configured to present an alter 
native virtual shop 70 interface to a first user in response to 
detection that the online game 52 is presently systematically 
unavailable to the first user, wherein the alternative virtual 
shop interface 70 may be accessed over a network 18, such 
as the Internet, by the first user separately from the online 
game 52. The alternative virtual shop interface 70 may be 
configured to present an offer to sell virtual item 76 for an 
amount of consideration 78. 
The offers to sell virtual items may be provided in 

exchange for less consideration through the alternative Vir 
tual shop interface 70 than the offers to sell the virtual items 
through the shop interface 54 presented in conjunction with 
the online game 52, thereby incentivizing users to accept 
offers presented in the alternative virtual shop interface. For 
example, virtual item 62 offered through the shop interface 
54 for an amount of consideration 64 equaling twenty gems 
is offered through the alternative virtual shop interface as 
virtual item 76 for an amount of consideration equaling 
sixteen gems, thereby giving the user a 20% discount in the 
cost of the virtual item. The virtual shop interface 74 may 
comprise one or more discount notifications associated with 
offers to sell virtual items. For example, virtual item 76 
having a consideration amount 78 less than consideration 
amount 64 for virtual item 62, wherein virtual items 76 and 
62 are the same, may have an indication 86 of the difference 
between alternative consideration amount 78 and the con 
sideration amount 64 when the game is available. 
The alternative virtual shop interface 74 may be config 

ured to provide offers to users to purchase virtual currency 
in exchange for an amount of consideration wherein the 
consideration is real world currency. Virtual currency 
obtained through the alternative virtual shop interface 74 
may be provided at a discount compared to the virtual 
currency offered through the shop interface 54 in conjunc 
tion with the online game 52. 

The offers presented through the shop interface 54 asso 
ciated with the online game 52 may include a first offer to 
sell a first set of one or more virtual items 62 for a first 
consideration amount 64 and the offers presented through 
the alternative virtual shop interface 74 may include a 
second offer to sell the first set of one or more virtual items 
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10 
76 for a second consideration amount 78 that is less than the 
first consideration amount 64. As such the second offer to 
sell virtual items 62 to the first user through the alternative 
virtual shop interface 74 may have a second consideration 
amount 78 that is less than the first consideration amount 62 
of the offer to sell virtual items provided to the first user 
through the shop interface 54 associated with the online 
game 52. In this manner, the user may be incentivized to 
accept the second offer when the online game is systemati 
cally unavailable, thereby generating revenue for the online 
game provider when the online game is systematically 
unavailable. 
The alternative virtual shop interface 74 may comprise the 

same elements as the shop interface 54 presented in con 
junction with the online game 52. For example, the alter 
native virtual shop interface 74 may comprise information 
80 about the user. User information may be provided such as 
identifying information 80 of the user and one or more 
attributes and/or game play metrics 82 of the user. For 
example, one or more attributes and/or game play metrics 82 
of the user may comprise an indication of the amount of 
virtual currency held in credit for the user, an indication of 
the inventory of the user, an indication of levels of one or 
more parameters of the user, such as strength, speed, skill, 
power, special abilities and/or other parameters. The alter 
native virtual shop interface 74 may comprise one or more 
tabs 84. Tabs 84 may be panels, views, control buttons 
and/or other graphical representations of one or more group 
ings within the virtual shop. One tab 84 may be a tab 
indicating that the user may obtain virtual currency for using 
in the online game 52 Other tabs may include virtual items 
that are usable in the online game by the user. Virtual items 
usable in the online game may be broken further by category 
or type. Such as weapons, tools, clothing, food, resources 
and/or other virtual item categories within the virtual space 
and/or online game 52. When the alternative shop compo 
nent 40 is causing the virtual shop interface 74 to present 
offers to users to sell virtual currency in exchange for 
consideration, wherein the consideration is an amount of 
real currency, the alternative shop component 40 may be 
Supported by an e-commerce component configured to 
facilitate obtaining real world currency from the users for 
the online game provider. 
The alternative user component 38 may be configured to 

manage one or more alternative user accounts of the users of 
the online game. The alternative user accounts may be 
configured to store an inventory of the users of the online 
game. The alternative user accounts may comprise the same 
or similar information as the user accounts managed by the 
user component 26 described above. An indication of the 
virtual items purchased through the alternative virtual shop 
interface 74 may be stored in the alternative user accounts 
associated with the users managed by the alternative user 
component 38. For example, the alternative user accounts 
managed by the alternative user component 38 may include 
a first alternative account associated with a first user and a 
second alternative account associated with a second user. 
The virtual items purchased through the alternative virtual 

shop interface 74 may become available to the user once the 
online game 52 is no longer systematically unavailable. For 
example, where the online game 52 is provided by an online 
game server 12 and the alternative virtual shop interface 74 
is provided by an alternative server 14, the user account 
associated with the online game and managed by the online 
game server 12 may be reconciled with the virtual items 
purchased by the user through the alternative virtual shop 
interface 74, such that the virtual items purchased by the 
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user through the alternative virtual shop interface become 
available to the user in the online game 52 once the online 
game 52 is no longer systematically unavailable. 

While FIG. 2 illustrates the merge component 32 being 
initiated and implemented by the online game server 12, the 
merge component 32, may be implemented by one or more 
of the game server 12, the alternative server 14, client 
computing devices 16 and/or other computing components 
in the system 10. The functions of the merge component 32 
may be performed by the user component 26, the alternative 
user component 38 and/or other components in any or all of 
the computing devices of system 10. The merge component 
32 may be configured to reconcile the user accounts man 
aged by the user component 26 with the alternative user 
accounts managed by the alternative user component 38. For 
example, upon an indication that the online game 52 is no 
longer systematically unavailable, the merge component 32 
may update the first user account of the first user managed 
by the user component 26 with the virtual items obtained by 
the first user through the alternative virtual shop interface 74 
and stored in the first alternative user account managed by 
the alternative user component 38. 

While the online game is available to users, the merge 
component 32 may be configured to maintain the alternative 
user accounts managed by the alternative user component 38 
updated with the information associated with the users of the 
online game. When the online game 52 is systematically 
unavailable a record of the current status of the user will be 
maintained in the alternative user accounts. In this manner, 
when the users are presented with the alternative virtual 
shop interface 74 they will have a complete, or nearly 
complete, record of status of their user accounts, enabling 
them to view their current inventories. Users may be able to 
exchange individual ones or groups of ones of virtual items 
in their inventories for other virtual items through the 
alternative virtual shop interface 74. 
The one or more physical processors 22, 36 may be 

configured by computer-readable instructions to redirect the 
view presented on the client computing device 16 and/or 
provide a link on the client computing device 16 to the 
alternative virtual shop interface 74, in response to detecting 
that the online game 52 is systematically unavailable. The 
view presented to the first user through the client computing 
device 16 associated with the first user may be automatically 
redirected to the alternative virtual shop interface 74 upon a 
determination that the online game 52 is systematically 
unavailable to the first user. The view presented to the first 
user through the client computing device 16 associated with 
the first user may be of a link to the alternative virtual shop 
interface 74 wherein the user may select and/or enter an 
indication of a desire to be directed to the alternative virtual 
shop interface 74. 
The one or more physical processors 22, 36 may be 

configured by computer-readable instructions and/or the 
administrator component 42 may be configured to facilitate 
entry and/or selection of one or more parameters associated 
with the one or more sets of virtual items by an adminis 
trator. The one or parameters may include the consideration 
amount associated with the virtual items. The system 10 
and/or administrator component 42 may be configured to 
facilitate entry by the administrator of a consideration 
amount for the one or more offers for the sale of virtual items 
through the alternative virtual shop interface 74. The con 
sideration amount for the offer to sell virtual items through 
the alternative virtual shop interface 74 may be a defined 
amount or may be a set percentage of the consideration 
amount for the offer to sell the same or similar virtual items 
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12 
through the shop interface associated with the online game. 
The virtual items of the offers to sell virtual items may 
include virtual items usable by users in the online game 52. 
The virtual items of the offers to sell virtual items may 
include virtual currency usable by the users in the online 
game 52. 
The online game server 12, the alternative server 14, 

client computing platforms 16 and/or external resources 20 
may be operatively linked via one or more electronic com 
munication links. For example, such electronic communi 
cation links may be established, at least in part, via a 
network 18 such as the Internet and/or other networks. It will 
be appreciated that this is not intended to be limiting, and 
that the scope of this disclosure includes implementations in 
which servers 12 and 14, client computing platforms 16 
and/or external resources 20 may be operatively linked via 
Some other communication media. 
A given client computing platform 16 may include one or 

more processors configured to execute computer program 
components. The computer program components may be 
configured to enable an expert or user associated with the 
given client computing platform 16 to interface with system 
10 and/or external resources 20 and/or provide other func 
tionality attributed herein to client computing platforms 16. 
By way of non-limiting example, the given client computing 
platform 16 may include one or more of a desktop computer, 
a laptop computer, a handheld computer, a tablet computing 
platform, a NetBook, a Smartphone, a gaming console, 
and/or other computing platforms. 
The external resources 20 may include sources of infor 

mation, hosts and/or providers of virtual environments out 
side of system 10, external entities participating with system 
10 and/or other resources. In some implementations, some 
or all of the functionality attributed herein to external 
resources 20 may be provided by resources included in 
system 10. 
The game server 12 may include electronic storage 34. 

one or more processors 22 and/or other components. The 
alternative server 14 may include electronic storage 44, one 
or more processors 34 and/or other components. The com 
ponents of game server 12 may be the same or similar to the 
components of alternative server 14. The servers 12 and 14 
may include communication lines, or ports to enable the 
exchange of information with a network 18 and/or other 
computing platforms. Illustration of servers 12 and 14 in 
FIG. 2 is not intended to be limiting. The servers 12 and 14 
may include a plurality of hardware, software and/or firm 
ware components operating together to provide the func 
tionality attributed herein to servers 12 and 14. For example, 
servers 12 and 14 may be implemented by a cloud of 
computing platforms operating together as servers 12 and 
14. 

Electronic storage 34 and 44 may comprise electronic 
storage media that electronically stores information. The 
electronic storage media of electronic storage 34 and 44 may 
include one or both of system storage that is provided 
integrally (i.e., substantially non-removable) with servers 12 
and 14 and/or removable storage that is removably connect 
able to servers 12 and 14 via, for example, a port (e.g., a 
USB port, a firewire port, etc.) or a drive (e.g., a disk drive, 
etc.). Electronic storage 34 and 44 may include one or more 
of optically readable storage media (e.g., optical disks, etc.), 
magnetically readable storage media (e.g., magnetic tape, 
magnetic hard drive, floppy drive, etc.), electrical charge 
based storage media (e.g., EEPROM, RAM, etc.), solid-state 
storage media (e.g., flash drive, etc.) and/or other electroni 
cally readable storage media. The electronic storage 34 and 
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44 may include one or more virtual storage resources (e.g., 
cloud storage, a virtual private network and/or other virtual 
storage resources). Electronic storage 34 and 44 may store 
Software algorithms, information determined by processors 
22 and 36, information received from servers 12 and 14, 
information received from client computing platforms 16, 
and/or other information that enables servers 12 and 14 to 
function as described herein. 

Processor(s) 22 and 36 are configured to provide infor 
mation processing capabilities in servers 12 and 14, respec 
tively. As such, processors 22 and 36 may include one or 
more of a digital processor, an analog processor, a digital 
circuit designed to process information, an analog circuit 
designed to process information, a state machine and/or 
other mechanisms for electronically processing information. 
Although processors 22 and 36 are shown in FIG. 2 as a 
single entity in each server 12 and 14, this is for illustrative 
purposes only. In some implementations, processors 22 and 
36 may include a plurality of processing units. These pro 
cessing units may be physically located within the same 
device, or processors 22 and 36 may represent processing 
functionality of a plurality of devices operating in coordi 
nation. The processors 22 and 26 may be configured to 
execute components 24, 26, 28, 30, 32, 37, 40, 42 and/or 
other components. Processors 22 and 36 may be configured 
to execute components 24, 26, 28, 30, 32, 37, 40, 42 and/or 
other components by Software, hardware, firmware, some 
combination of software, hardware and/or firmware and/or 
other mechanisms for configuring processing capabilities on 
processor 22 and 36. 

It should be appreciated that although components 24, 26. 
28, 30, 32, 37, 40, 42 and/or other components are illustrated 
in FIG. 2 as being co-located within processing units 22 and 
36, in implementations in which processors 22 and 36 
include multiple processing units, one or more of compo 
nents 24, 26, 28, 30, 32, 37, 40, 42 and/or other components 
may be located remotely from the other components. The 
description of the functionality provided by the different 
components 24, 26, 28, 30, 32, 37, 40, 42 and/or other 
components described herein is for illustrative purposes, and 
is not intended to be limiting, as any of components 24, 26. 
28, 30, 32, 37, 40, 42 and/or other components may provide 
more or less functionality than is described. For example, 
one or more of components 24, 26, 28, 30, 32, 37, 40, 42 
and/or other components may be eliminated, and some or all 
of its functionality may be provided by other ones of 
components 24, 26, 28, 30, 32, 37, 40, 42 and/or other 
components. As another example, processors 22 and 36 may 
be configured to execute one or more additional components 
that may perform some or all of the functionality attributed 
below to one of components 24, 26, 28, 30, 32, 37, 40, 42 
and/or other components. 

FIG. 5 illustrates a method 90 for providing virtual items 
to users of a virtual world. The operations of method 90 
presented below are intended to be illustrative. In some 
embodiments, method 90 may be accomplished with one or 
more additional operations not described, and/or without 
one or more of the operations discussed. Additionally, the 
order in which the operations of method 90 are illustrated in 
FIG. 5 and described below is not intended to be limiting. 

In some embodiments, method 90 may be implemented in 
one or more processing devices (e.g., a digital processor, an 
analog processor, a digital circuit designed to process infor 
mation, an analog circuit designed to process information, a 
state machine, and/or other mechanisms for electronically 
processing information). The one or more processing 
devices may include one or more devices executing some or 
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14 
all of the operations of method 90 in response to instructions 
stored electronically on an electronic storage medium. The 
one or more processing devices may include one or more 
devices configured through hardware, firmware and/or soft 
ware to be specifically designed for execution of one or more 
of the operations of method XX. 
At an operation 92 whether an online game is available to 

users may be determined. Such operations may be per 
formed by a server status component, such as server status 
component 30 in accordance with Some implementations. 
At an operation 94 in response to a determination at 

operation 92 that the online game is available to users, an 
instance of the online game may be implemented. Such 
operations may be performed by a space component, such as 
space component 24, in accordance with some implemen 
tations. 
At an operation 96 presentation of a shop interface to 

users may be effectuated in conjunction with presentation of 
views of the online game. Such operations may be per 
formed by a shop component and/or a space component, 
Such as shop component 28 and space component 24, in 
accordance with Some implementations. 
At an operation 98, in response to a determination at 

operation 92 that the online game is systematically unavail 
able to users, presentation of an alternative virtual shop 
interface accessed separately from the online game is effec 
tuated. Such operations may be performed by an alternative 
shop component, such as alternative shop component 40, in 
accordance with Some implementations. 
At an operation 100 whether an online game is available 

to users may be determined. Such operations may be per 
formed by a server status component, such as server status 
component 30, in accordance with some implementations. 
At an operation 102, in response to a determination at 

operation 100 that the online game is available to users, the 
user accounts associated with the users of the online game 
are reconciled with the alternative user accounts associated 
with the users, such that the virtual items obtained by users 
through the alternative virtual shop interface become avail 
able to the users in the online game. Such operations may be 
performed by a merge component, such as merge component 
32, in accordance with some implementations. 

Although the present technology has been described in 
detail for the purpose of illustration based on what is 
currently considered to be the most practical and preferred 
implementations, it is to be understood that Such detail is 
solely for that purpose and that the technology is not limited 
to the disclosed implementations, but, on the contrary, is 
intended to cover modifications and equivalent arrange 
ments that are within the spirit and scope of the appended 
claims. For example, it is to be understood that the present 
technology contemplates that, to the extent possible, one or 
more features of any implementation can be combined with 
one or more features of any other implementation. 
What is claimed is: 
1. A system for providing virtual items to users of a virtual 

world, the system comprising: 
one or more physical processors configured by computer 

readable instructions to: 
execute an instance of an online game, and to facilitate 

participation of the users in the online game by 
effectuating transmission of information related to 
the instance of the online game to client computing 
platforms on which views of the online game are 
presented to the users; 

effectuate presentation of a shop interface to users in 
conjunction with presentation of views of the online 
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game, wherein the shop interface is configured to 
facilitate presentations to users of offers to sell 
Virtual items usable within the game in exchange for 
an amount of currency; 

detect if the online game is systematically unavailable 
to users; and, 

in response to detecting that the online game is pres 
ently systematically unavailable, effectuate presen 
tation of an alternative virtual shop interface to users 
that is accessed over the Internet separately from the 
online game, wherein the alternative virtual shop 
interface presents to users offers to sell the virtual 
items usable within the game in exchange for less 
amounts of currency than the offers to sell the virtual 
items through the shop interface presented in con 
junction with the online game. 

2. The system of claim 1, wherein when the game is 
Systematically unavailable to users the game has been pur 
posefully made unavailable to users by an administrator. 

3. The system of claim 1, wherein when the game is 
Systematically unavailable the game has been made unavail 
able due to a malfunction of the system. 

4. The system of claim 1, wherein the offers presented 
through the shop interface include a first offer to sell a first 
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set of one or more virtual items for a first amount of 25 
currency, and wherein the offers presented through the 
alternative virtual shop interface include a second offer to 
sell the first set of one or more virtual items for a second 
amount of currency that is less than the first amount of 
currency. 

5. The system of claim 1, wherein the virtual items 
purchased through the alternative virtual shop interface 
become available to a purchaser once the online game is no 
longer systematically unavailable. 

6. The system of claim 1, wherein the one or more 
physical processors is further configured by computer-read 
able instructions to redirect the view presented on the client 
computing device and/or provide a link one the client 
computing device to the alternative virtual shop interface, in 
response to detecting that the game is systematically 
unavailable. 

7. The system of claim 1, wherein the one or more 
physical processors is further configured by computer-read 
able instructions to facilitate entry and/or selection of one or 
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more parameters associated with the one or more sets of as 
virtual items, by an administrator. 

8. The system of claim 7, wherein the one or more 
parameters may include the amount of currency associated 
with the virtual items. 

9. The system of claim 1, wherein the virtual items 
include virtual currency usable in the virtual space by users. 

10. The method of claim 1, wherein the virtual items 
include Virtual currency usable in the online game by users. 

11. A method for providing virtual items to users of a 
virtual world, the method performed by one or more physi 
cal processors, the method comprising: 
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executing an instance of an online game; 
facilitating participation of the users in the online game by 

effectuating transmission of information related to the 
instance of the online game to client computing plat 
forms on which views of the online game are presented 
to the users; 

effectuating presentation of a shop interface to users in 
conjunction with presentation of views of the online 
game, wherein the shop interface is configured to 
facilitate presentations to users of offers to sell virtual 
items usable within the game in exchange for an 
amount of currency; 

detecting if the online game is systematically unavailable 
to users; and, 

in response to detecting that the online game is presently 
Systematically unavailable, effectuating presentation of 
an alternative virtual shop interface to users that is 
accessed over the Internet separately from the online 
game, wherein the alternative virtual shop interface 
presents to users offers to sell the virtual items usable 
within the game in exchange for less amounts of 
currency than the offers to sell the virtual items through 
the shop interface presented in conjunction with the 
online game. 

12. The method of claim 11, wherein when the game is 
Systematically unavailable to users the game has been pur 
posefully made unavailable to users by an administrator. 

13. The method of claim 11, wherein when the game is 
Systematically unavailable the game has been made unavail 
able due to a malfunction. 

14. The method of claim 11, wherein the offers presented 
through the shop interface include a first offer to sell a first 
set of one or more virtual items for a first amount of 
currency, and wherein the offers presented through the 
alternative virtual shop interface include a second offer to 
sell the first set of one or more virtual items for a second 
amount of currency that is less than the first amount of 
currency. 

15. The method of claim 11, wherein the virtual items 
purchased through the alternative virtual shop interface 
become available to a purchaser once the online game is no 
longer systematically unavailable. 

16. The method of claim 11, further comprising redirect 
ing the view presented on the client computing device and/or 
providing a link on the client computing device to the 
alternative virtual shop interface, in response to detecting 
that the game is systematically unavailable. 

17. The method of claim 11, further comprising facilitat 
ing entry and/or selection of one or more parameters asso 
ciated with the one or more sets of virtual items, by an 
administrator. 

18. The method of claim 17, wherein the one or more 
parameters may include the amount of currency associated 
with the virtual items. 


